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Introduction 



1. INTRODUCTION 

Thank you for purchasing ADVANCED CIVILIZATION. Please 
take a moment to complete and mail the games registration 
card to ensure that you will receive timely updates and prod- 
uct information. If you have any problems or questions con- 
cerning this or any other Avalon Hill computer game, please 
use our Technical Support services detailed on the first page of 
this manual. 

ADVANCED CIVILIZATION is a game of skill for one to 
eight players. It covers the development of ancient civilizations 
from the start of agriculture to the emergence of Rome as the 
dominant Mediterranean power - a span of almost 8,000 
years. Each player leads a nation on a map of the 
Mediterranean and Near East as they attempt to carve a niche 
for themselves and their culture. 

Although battles and territorial strategy are important, 
ADVANCED CIVILIZATION is not a wargame in the traditional 
sense because it is not won by battle or conquest. Instead, the 
object of play is to gain a level of overall advancement involv- 
ing cultural, economic, political and religious factors, The con- 
flicts which do arise result from rivalries and shortages of land 
rather than attempts to eliminate other players. Nomads, farm- 
ers, warriors, merchants, artisans and priests all have an essen- 
tial role to play in the development of each nation s civiliza- 
tion. The player who most effectively balances these various 
outlooks will build the strongest civilization and win the game. 
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2. GETTING STARTED 

After the opening credits and animation (which you can skip 
by pressing ESCAPE), the opening screen presents you with 
three basic choices. Clicking on the START A NEW GAME 
button gets you started. However, before you can start play- 
ing, you must set the parameters for the game on the New 
Game Options screen. The choices made here cannot be 
changed once you start play, so take a few seconds to be sure 
youVe selected the options you want. 

• Number of Human Players: By clicking on the V 1 or 
buttons, you can change the number of Human Players 
from 0 to 8. However, to reduce the number below 3 
you will have to increase the number of Computer 
Players. The game requires a minimum of three players, 
be they human or computer, or a combination thereof. 
Obviously, if you select 0 Human Players, the game will 
play itself and you may only observe. 



THE BOARD GAME 

Players of the boardgame on which this program is based 
will be pleased by the faithfulness of this version to its prede- 
cessor. Aside from changes in the Play By EMail version to 
facilitate play by reducing the number of transmissions 
required for each turn, the program will serve to sharpen 
your skills for face-to- face encounters with the boardgame. 



2 



New Game Options 

•®» Ni.it Tiber of Human Players 
•® • Number of Computer Players 

■ Play-by -er i ail '* i 

# of Tradi'r ig Sessions 
•®«Minirnum Goods Before Trading Allowed 

•• Normal O input er Al 



■ Number of Computer Players: Any number from 0 to 8 
can be selected if the total number of Human and 
Computer players is between three and eight. The 
playable map area is restricted with less than six players. 

• Play-by-email: Clicking in this box automatically 
reduces the number of Computer Players to 0. This 
option is available only for use by human players using 
online services for the exchange of game files. 

■ # of Trading Sessions; This ranges between 1 and 4. The 
default setting is 2. 

• Minimum Goods Before Trading Allowed: This ranges 
between 3 and 7. The default setting is 3. 

• COMPUTER Al: Click on the V or "- M buttons to 
choose from Weaker, Normal, or Stronger Artificial 
Intelligence opposition levels. 

• VARIANTS: Clicking on this button displays five choices: 

* Allow more than 2 calamities per victim: Clicking 
here will allow you to be struck by as many calamities 
as the game sends your way. Otherwise, calamities in 
excess of two per turn will be randomly dismissed. 

• Allow purchase from any stack ; Clicking here allows 
purchase of Goods from any stack, resulting in a short- 
er game. Otherwise, Goods can only be purchased 
from the 4 9* stack. This is not available for EMail. 
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Variants 

■ Allow more than 2 calamities per vu Mm 

■ Allow purchase from any stack 

■ Draw 2 goods per city 

■ Real Goost- In trade ore hnowi < 



• Draw 2 goods per city: Clicking in this box doubles 
the speed at which players acquire trade Goods with a 
corresponding decrease in game length. It is available 
only in a three- or four-player game. 

• Another trade round needs only 2 players: This vari- 
ant, available only in Email, lowers the required num- 
ber of players desiring another trade round from the 
default majority to two. 

• Real Goods in trade are known: The two Goods in 
every trade which are "truly stated" always appear as 
the first two Goods displayed on the Make Counter 
Offers and Accept Trades screen with the third, ques- 
tionable Good always offset to the right. 

• CANCEL: Clicking here will return you to the Start 
screen to QUIT the game or RESTORE A SAVED GAME. 

• START GAME: Clicking here begins the new game. 

Clicking on the RESTORE A SAVED GAME button will 
present a menu with slots for ten saved games. These could be 
different games or the same game saved at different times. 
Clicking on any of these slots will restore the game named in 
that slot. The 11th slot is reserved for the Auto Save function. 
It automatically saves the last played game at the end of each 
phase. The 12th (bottom) slot automatically saves the last 
played game at the end of the previous round. Clicking on 
CANCEL will return you to the start screen. 
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3. CHOOSING A NATION 

After setting all play options, you will be asked to choose a 
nation to play. The choices are listed between the scroll arrows 
in the bottom center of the screen. By clicking on the scroll 
arrows you may rotate through the list of available choices. 

The nations available and the map area they will occupy 
will vary depending on the number of players you had selected 
on the opening menu. For example, if there are only three 
players, the range of nation choices is limited to five and only 
the middle of the map is playable. The rest of the map is shad- 
ed to show that it is out of play, 

As you scroll through the list, notice that the initial starting 
areas of each nation are highlighted in turn with a white bor- 
der. Consider the proximity of each nation to its neighbors 
and/or the playable map edge in selecting the side you will 
play. Other factors that might influence your decision are: 

• CITY SITES: The small red or yellow squares are poten- 
tial city sites which are vital to rapid growth. 

• OPEN SEA: Those blue areas containing no land cannot 
be traversed until you acquire Astronomy. 

• AST ORDER: Certain aspects of the game are resolved in 
order of each nation's appearance (from top to bottom) 
on the Archaeological Succession Table. In general, it is 
preferable to be lower on the AST so as to be able to 
observe the actions of those preceding you each turn 
before making your own choices. You can view each 
nation s order on the AST by clicking the AST button. 

Once you have decided which nation you wish to play, 
click on the SELECT button when that nation appears between 
the scroll arrows. After all nations have been chosen, the game 
will then prompt you to "place your token in the start area" 
and highlight the allowable choices with white borders. Click 
directly on the area in which you wish to start , 




4. PLAY OVERVIEW 

The object of the game is to acquire the greatest number of 
victory points by advancing one's nation through acquisition 
of various facets of civilization which we refer to as "tools". 
Progress towards this goal can be measured by observing the 
players progress on the Archaeological Succession Table (A.S.TJ. 
However, the winner will not necessarily be the first player to 
reach the end of the AST or the player with the greatest num- 
ber of tool points, although these are factors in determining 
the winner. Tools are acquired by a step-by-step process that 
mirrors the actual development of civilizations. 

Occupancy of areas on the map is indicated by tokens, 
which represent groups of people. At the start, each nation 
begins with a single token in one of its start areas. Each turn, 
each player increases his population by adding one token to 
each area containing a single token and two tokens to each 
area containing at least two tokens. 
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Each player may then move his tokens to new areas by 
land or by boarding ships and moving by sea into other land 
areas. Players generally move their tokens into areas of the 
map which are fertile and/or defensible. After movement, con- 
flict is resolved in areas which contain surplus population. As 
the population of the map reaches its limit, conflict becomes 
more common as border wars help to establish the boundaries 
of each nation. The scope of expansion is often limited by the 
loss of tokens in contested areas. 

After conflict is resolved, cities are constructed in areas 
containing enough tokens. City construction is a more produc- 
tive way of absorbing population pressures than territorial 
expansion, for while cities require an agricultural hinterland, 
they resist attack better and generate revenue through taxes 
which may be used to establish a central fund for the benefit of 
the whole state. The payment of taxes is represented by the 
transfer of tokens from Stock into Treasury. Players must strive 
to maintain a balance between rural and urban populations. 

Each turn, players collect one trade item (which we collec- 
tively call Goods) for each city they have on the map. Most 
Goods are commodities, but some are calamities which may 
affect one or more players. Goods, including some calamities, 
are then exchanged during the trading session, allowing play- 
ers to build sets of commodities. Once all calamities are 
resolved, these Goods and tokens in treasury may be 
exchanged for the tools of civilization. 

Cities are thus essential to provide the wealth needed to 
advance a civilization, but a nation which fails to augment this 
wealth by trade will be surpassed by others with a more ener- 
getic outlook. However, trade is not without its hazards which 
take the form of calamities. These can have a disastrous effect 
on nations which have failed to evolve a balanced culture. 
Such calamities may also indirectly provide the impetus from 
which a well-organized society can rise in new ways and 
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achieve still further greatness. Even so, the best calamities 
always seem to be those which happen to somebody else. 
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Craft Color 



Craft Credit 




With Grain, reduces 
the effects of FAMINE. 
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Cost or Value 



The 24 Tools have been reproduced as cards to assist you 
in recording those you possess as well as the characteristics of 
each tool. The reverse side of each card describes the tool 
extensively. This same information can be accessed on screen 
by clicking on the TOOLS button (see page 39). 

Wealth from trade can be used to advance various aspects 
of a nation's civilization, which in turn aids its further 
progress. Civilization tools confer special abilities and immuni- 
ties upon their owner, and also provide nations with the bulk 
of the points they need to progress along the Archaeological 
Succession Track towards a win. The speed and efficiency with 
which a nation is able to develop these various aspects of civi- 
lization will determine its chances for success. Strategic plan- 
ning is essential, as certain tools are expensive and to purchase 
them a player will normally accumulate credits from a series of 
less expensive tools. For example, the cost of Democracy (200) 
can be reduced 45 points by possession of Drama and Poetry, 
Architecture, and Literacy. 
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Unplayable Area (Shaded) 



Active Area (white boundary) 



Volcano 



Population Limit 



Coastal Area 



5. THE MAP 

The map represents the ancient civilized world from Spain to 
the Persian Gulf. It has been divided into areas by blue bound- 
ary lines for purposes of population control and movement. 
Each area is named off-map in the lower right hand corner 
when that area is selected. These areas contain the following 
significant features pertinent to play of the game. 



Land areas consist of any area bounded by blue lines con- 
taining various green or brown-colored territory. Several 
islands within the same area constitute one island for game 
purposes. 

Water areas consist of any area containing blue. Areas con- 
taining both green or brown terrain and blue are considered to 
be both land and water areas. 
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Open Sea areas contain only blue territory. 

Coastal areas contain both land and ocean (non-lake) 
water. A boundary which crosses both land and water is con- 
sidered to be both a land and water boundary. Both ships and 
tokens are allowed to move across such boundaries. 

Volcanoes are represented by black triangles. One of the 
volcanoes, in the Aegean, occupies one area. The other two 
volcanoes, in Sicily and Italy, straddle two areas. 

Flood Plains are dark green. Any area that contains any dark 
green coloring is a Flood Plain. 

City sites are represented by small squares. Most city sites 
are reddish brown. Those on Flood Plains are yellow. 

Population Limits of land areas are indicated by 
a number inside a tan circle. These numbers 
indicate the maximum number of tokens the 
area will accommodate after conflict and 
removal of surplus population. This number can be increased 
by holding the Agriculture tool 

Shaded areas are unplayable portions of the map. The num- 
ber of players determines which areas are shaded. 

6. THE FORCES 

Players maneuver their forces over the map in an attempt to 
build their civilization through interaction with their neigh- 
bors. Such interaction usually translates into conflict in one 
form or another. Each of the eight nations is represented by an 
identical set of playing pieces of a distinctive color. Each set 
contains 55 square tokens , nine round cities, and four rectan- 
gular ships. The number of tokens per player decreases to 47 
in games of eight, five or three players. 

The above Force Pool is a player's Inventory. No matter how 
well a nation does, the contents of its Inventory remain the 
same. It can never gain more forces than began in its Inventory. 
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Each nation's forces are summarized by its Inventory block 
which appears on the left side of the screen whenever that 
nation moves. Any nations Inventory can be viewed by click- 
ing on the button bearing its name in the bottom row. 



Inventory 



Nation 
Stock . 

Tokens 



[" " ^ 



Tokens on Map 
Treasury 1 



ITALY 



IN STOC 




Cities 



Ships 



Cities on Map 



The top section of the Inventory block shows the nation's 
Stock. Stock is the amount of tokens, cities, and ships which 
are available to be placed on the map. Tokens circulate 
between Stock, the Map, and the Treasury. The sum of these 
three sections is always 55 (or 47). Similarly, cities rotate 
between Stock and the Map sections. Total cities listed is 
always 9. Similarly, the total number of ships is always 4. 
Those not listed In Stock are On Map, even though they are 
not listed in the Inventory. 

Tokens are square and used to represent rural populations. 
Cities are round and used to represent urban populations. 
Ships are rectangular and used only to move tokens across 
water areas. Ships cannot remain in Open Sea areas at the end 
of a turn nor can they keep tokens onboard between turns. 

Unit is a term used to refer collectively to tokens and cities 
(but not ships). When assessing losses to calamities, tokens are 
worth one unit and cities are worth five . 



System Controls 



ADVANCED 



CIV 




Inventory Block 



Phase Control Inactive Buttons 

Embarked Tokens in Transit 



Turn Number 
Mini- Map 



Phase Window 




Nation Buttons 



Phase Control Active Buttons 



Name of Active Area 



7. SYSTEM CONTROLS 

The main control panel is pictured above and consists of five 
basic sections. 

SYSTEM ACCESS BUTTONS: The five buttons on the extreme 
left of the display each access different screens or windows. 
They are explained in greater detail later. 

• SYSTEM: Clicking on this button opens a window with a 
wide variety of mid-game options and toggles. See page 3. 

• AST: Clicking on this button accesses the Archaeological 
Succession Table. See page 14. 

• CENSUS: Clicking on this button shows the Census 
screen which lists the current on-map token population 
for all players. See page 21. 

• TOOLS: Clicking here reveals a screen listing all of the 
Civilization tools and a visual accounting of which 
nations possess them. Clicking on a tool's name will 
bring up a description of that tool. See page 37. 

• GOODS: This button summons a screen which shows all 
of your Trade Goods and their current point value. 



INVENTORY BLOCK: The Inventory Block details the force 
assets of the currently selected nation by listing their positions 
as either "In Stock", "On Map", or in Treasury. The Inventory 
Block of any nation can be summoned by clicking on that 
nation's button in the bottom row. 

PHASE CONTROL BUTTONS: The array of buttons in the 
center of the screen activate the various actions required in the 
current phase. Those activities which are not currently avail- 
able have gray letters as opposed to the raised type of those 
buttons which are currently usable. This array will change in 
each phase to reveal a new set of action choices available in the 
current phase. 

PHASE WINDOW: The top rectangle identifies the current 
phase. The bottom rectangle names the area which is currently 
highlighted on the map with white boundary lines. Four other 
functions exist within the Phase Window: 

• ZOOM: Clicking the Zoom button will replace the main 
map with a scaled overview of the entire map. Tokens are 
shown by squares with numbers indicating the amount 
of tokens in that area. Cities are dots and ships are trian- 
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System Controls 





gular arrows. An opposing presence in the same area is 
seen as a slightly offset symbol of another color. To deter- 
mine the number of opposing tokens in that area, click on 
that nation button to bring it's tokens to the top of the 
stack. To return to the regular map, click on the UN- 
ZOOM button which has replaced the ZOOM button. 

TURN NUMBER; This is the number of the current round. 
Clicking it during the Movement Phase will change the 
map view to that at the end of the previous Movement 
Phase. Click again to return to the current position. 

TOGGLE UNITS : Clicking here removes all forces from 
the map to provide an uncluttered view of the terrain 
beneath. Click again to restore forces to the map. 



• MINI-MAP : The Mini-Map is a tiny view of the playing 
surface. That portion of the Mini-Map visible inside the 
white rectangle is a scaled-down version of the view 
shown on the main map. By clicking on the Mini-Map, 
you can center the white rectangle (and the main view) on 
the point of the Mini-Map on which youVe clicked. 

NATION BUTTONS: Clicking on a Nation button displays it s 
Inventory Block and centers the map on the original home ter- 
ritories of that nation. The order of the Nation buttons from 
left to right in the display may vary from one phase to another 
and identifies the sequence of resolution in that phase 
Clicking on a rival's Nation button is the quickest way to sum- 
marize its map position. 
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8. MOVEMENT PHASE 

Having placed your initial token on the map, the computer 
will proceed to double it in the Population Expansion Phase 
and skip the Ship Construction and Maintenance Phases 
(because your nation has not evolved far enough to use them 
yet). When it does stop to ask for input, you'll be faced with 
the Movement Phase. 
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Once any ship building is completed, players may move 
some, all, or none of their tokens and ships. Cities and forces 
of other players may not be moved. 

To move a token, the MOVE 
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Then, click in the area containing a 
token you wish to move. The boundary of that area will 
become white and it will be named in the Phase Window in 
the bottom right corner. The edges of the token will become 
yellow to indicate that it has been selected to receive orders. If 
you wish to move more than one token to/from the same area 
simultaneously, click on the number of tokens desired beneath 
the MOVE TOKENS button. The number of tokens available 
to move in the selected area will be highlighted (from 1 to 5). 
The default setting is always "1". 

The top of the selected token will contain two numbers on 
a white background. The circled number on the left is the 
number of tokens currently in the area. The number in the 
upper right white square is the amount of tokens in that area 
which have not yet moved and are thus still able to do so. To 
move the selected token into an adjacent area, click on the 
area to enter. The border of the moved token will become 
black and the number square will diasappear indicating that 
its movement is finished. 

Tokens may be moved either across one land boundary into 
an adjacent land area or onto a ship currently occupying the 
same area. The ship may then transport the tokens further. 

Any number of tokens belonging to any number of players 
may enter the same area. Tokens may enter an area containing 
a city and/or other tokens in excess of the area's population 
limit, perhaps resulting in later elimination of excess tokens. 

j If you move the token into the wrong 
Ul 1DQHQ /F j a dick th£ UNDQ MQVE buUon 

before moving another token to return it to its original area. 
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Order of Movement 

The player with the greatest number of on-map 
tokens moves first, followed by the other players in 
order of their on-map token populations. This order is depict- 
ed by the left-to-right display of the Nation buttons at the bot- 
tom of the screen. You may confirm this order and determine 
the exact on-map population of each player by clicking on the 
CENSUS button. 

Once you acquire the Military tool, you always 
move after players who do not hold Military 
except in the email version, The order of move- 
ment among those who hold Military is deter- 
mined normally by Census and AST order. 

Roadbuilding 

Players with Roadbui Idi ng may move their tokens 
through one land area into a second land area in 
the same movement phase. The first area 
entered must not contain opposing units if the 
tokens are to continue moving. Roadbuilding may not be used 
to move tokens through a land area and then on board a ship. 

F3J5551 Although their white movement number square disap- 
MN I pears, tokens with Roadbuilding will retain their yel- 
ImmmmI low borders after moving into the first area entered if 
that area does not contain opposing units. To continue moving 
that token, click on the adjacent area you wish to enter. If you 
will stop in the first area entered, you must click on the same 
area again to deactivate the unit. Once it is deactivated, its sec- 
ond move is forfeit unless you RESTART your entire move- 
ment phase. 

If you move several tokens 
simultaneously with Roadbuild- 
ing, and do not wish them all to 
continue to the same second destination, you must click on 






Movement 



the appropriate number button beneath the MOVE TOKENS 
button to indicate the number that will continue on to the sec- 
ond area. Those left behind will forfeit their second move 
capability. Consequently, multiple-moves are not recommend- 
ed with Roadbuilding unless all of the units moved are headed 
for the same destination or stopping after one area. 

You may redo your movement phase by 
clicking on the RESTART button. All of 
your forces will return to their original positions. 




• - — 



[ Once your glorious civilization spreads to 
the furthest corners of the map, it may be 
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difficult to find and move all of your forces. Clicking repeated- 
ly on the FIND UNMOVED button will center the screen on 
those tokens you have yet to move. Their Area will be high- 
lighted with white borders and the tokens will be selected with 
yellow borders and ready to move, 

Once you are satisfied with your 
move, click on the FINISHED but- 
ton to pass the movement phase to the next player. If you click 
on this button prematurely, your Movement Phase will end 
unless you had preset the game to confirm FINISHED orders. 
To do this, click on the SYSTEM button and the TOGGLES 
button which next appears. Then click on the "Movement 
Finished Confirmation" until an w x" appears in the box. 

When playing by Email, a REPLAY 
button is added allowing you to 
watch the consolidated simultaneous moves of all players 
unfold in sequential order. This is helpful in reacquainting 
oneself with the situation during the time elapsed since the last 
move was taken. It can also be nerve wracking and give you 
some nail-biting practise while you wonder if the last nation to 
move will thwart your city building plans. Most importantly, it 
is more informative than just being presented with a fait 
accompli as you can actually see how your plans were foiled. 
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9. SHIP MOVEMENT 

Ships are the rectangular pieces. The number in 
the white circle in the upper left of the rectangle 
identifies the number of ships in that stack.This 
number will change as the ship enters or leaves an area con- 
taining another ship belonging to you. The number in the 
white triangle in the upper right is the ship's movement 
allowance, This is the number of areas that ship may enter this 
turn and will decrease as the ship exits an area. The number of 
tokens onboard appears on the sail as tokens embark. 
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To move a ship, depress the MOVE 
SHIPS button, and click on the area 
containing the ship you wish to move. This activates both the 
area and the ship. The area border will be highlighted in white 
and the ship border will become yellow. The ship can then be 
moved through a water boundary by clicking on the adjacent 
area you wish it to enter. You may continue to move the ship 
to adjacent areas until it has used all of its movement 
allowance. 





Ships may stop in any water area 
they can reach, except an Open 
Sea area, regardless of any other 
forces in the area. Unless the ship 
has used all of its movement allowance, you must click on its 
area again to deactivate it before selecting another ship. If you 
acquire Cloth Making, the movement allowance of your ships 
increases from 4 to 5. Players may not move their ships into 
Open Sea areas without Astronomy. Ships may travel in any water 
area, including lakes, but may not cross all-land boundaries. 
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A ship in the selected area may load 
unmoved tokens from that area by 
clicking on the EMBARK button once for each token it wishes 
to load. As the number of tokens in the map area decrease, 
they appear as colored blocks on the ship display between the 
EMBARK and DISEMBARK ALL buttons and as a number in 
the center of the on-map ship. Each ship may carry five tokens 
at one time. Only tokens which have not been moved overland 
in the current Movement Phase may embark move with a ship. 
Ships moved by AI do not appear in display beneath the map. 
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A ship may take part in any number 
of embarkations and debarkations of 
tokens during the same Movement Phase, and may retrace all 
or part of its route subject only to the limitation on the num- 
ber of areas entered. A ship may thus ferry several loads of 
tokens across a narrow strait or lake, or embark and disem- 
bark tokens at different areas along its voyage. Tokens must be 
embarked and debarked during the same Movement Phase. A 
token may not remain aboard a ship at the end of a Movement 
Phase. 

The UNDO MOVE button will not erase 
a ship's entire Movement Phase. Rather, 
only the last area entered can be reversed with the UNDO 
MOVE button. Neither can tokens which have Embarked or 
Disembarked be undone. The only recourse for such errors is 
the RESTART button which resets your entire Movement 
Phase to do again. 

Whenever two ships of the same 
nation occupy the same area, they 
stack on top of each other and the ones on the bottom are no 
longer visible except as the number in the white circle at the 
upper left of the ship's rectangle. The NEXT SHIP button is 
activated whenever such an area is selected. Clicking on this 
button restacks the ships to bring a different one to the top of 
the stack. The top ship is the only one which can move, 
embark, or disembark. 

Clicking on the DISEMBARK ALL 
button unloads all tokens on the 
ship with a single click. Ships must disembark any tokens 
before ending their Movement Phase. The game will not pro- 
ceed with tokens embarked on ships. 

Ships may end their movement in any water area they can 
reach, other than an Open Sea area, regardless of whose ships 
or tokens also occupy the area. 






Dual Coastline Exceptions 



Some areas (Delphi, Aquitania, Lesser Armenia) have two 
distinct coastlines. Ships may enter such areas from either 
side, but must leave from the same side they enter. Ships may 
not cross directly from one coastline to another. When ships 
occupy both coasts of such an area, a duplicate set of ship 
command buttons appears on each side of the Ship Display 
which changes to portray two ships. You use the left set of 
buttons to move the ship on the leftmost coast and the right 
set of buttons to move the ship on the other coast. The ship 
icons will be labeled with a direction describing their location 
within the area. 

Clicking on a side of a two-coast area will select or deselect 
the ship on that respective side of the area. When constructing 
or maintaining ships in a two-coast area, the player should 
note the identity of the area before making a choice. Delphi, 
for example, refers to the west coast. To build a ship on the 
east coast, the area must be identified as Delphi East. Clicking 
directly on the east coast will select Delphi East, as opposed to 
Delphi if you click on the west coast. Alternatively, you may 
click on the scroll arrows until that area is named. 
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As the map is sparsely populated at first, the 
chances of conflict are small so the next sight to 
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greet you following your opening move will be the 
Archaeological Succession Table (usually referred to as the AST). 
This screen is a visual reminder of both your progress and the 
requirements for clearing the next hurdle in the race for the 
greatest civilization. You need not take any action on this 
screen and can access it at anytime by clicking on the AST but- 
ton appearing on most screens. 



The AST contains a horizontal track for each nation. Your 
marker moves along its track from left to right a maximum of 
one space per turn. The game ends when any nation s marker 
moves into its colored Finish space. While movement into the 
Finish column does not necessarily bestow victory, advance- 
ment along the AST does count towards your total score. 

The AST is divided into five regions (called epochs) by 
shading: the Stone Age, Early Bronze Age, Late Bronze Age, 
Early Iron Age, and Late Iron Age. 
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A player's marker may not enter a new epoch unless the 
following epoch entry requirements are met: 

• Stone Age: none. 

• Early Bronze Age: two cities in play. 

• Late Bronze Ag e: three cities in play and ownership of at 
least three groups of tools (i.e., three of the five colors 
must be present). Some tools belong to two groups. 

• Early Iron Age: four cities in play and ownership of at 
least nine tools, including at least one from every group 
(i.e., all five colors must be present). 

• Late Iron Ag e: five cities in play. Each space in this epoch 
contains a point value. To enter such a space, the value 
of a players tools must at least equal the value printed in 
the space. To view your current tool point total at any- 
time, click on the TOOLS button and check the total 
shown at the right of the screen for your nation. This 
total is less than your SCORING total since the value of 
Goods, AST advances and Treasury are not included. 

Some nations have more or less turns than others to meet 
epoch entrance requirements. For example, Egypt and Babylon 
have only four turns to meet the requirements of the Early- 
Bronze Age before their one-space-per-turn progress will be 
delayed, while lllyria and Thrace have six turns. 

At the end of each turn, each nation is moved one space to 
the right along the AST. In some situations, a marker may not 
move forward or may even be moved backward one space. 

If your nation has fewer cities in play than the number 
required to enter the next epoch, your marker is frozen on the 
AST and may not advance further in that epoch until it again 
controls the required number of cities at the end of a turn. 

If your nation ends a turn with no cities in play, your 
marker will move backwards on the AST at the rate of one 
space per turn unless you are in the Stone Age. 



Population Expansion 



11. POPULATION EXPANSION 

At the start of every turn, each nation's population is automati- 
cally increased if it has any tokens in stock. The presence of 
opposing tokens in an area has no effect on each nation's pop- 
ulation expansion in that area. Areas with one token receive 
one additional token and areas with at least two tokens receive 
two more tokens. Areas with cities never gain population. 




ITALY, you have insufficient stock for full expansion. 
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If lacking enough tokens in stock to repopulate all of your 
occupied areas, you will be given the choice of which areas to 
populate. You may either scroll through the list of your occu- 
pied areas, clicking on the ADD ONE or ADD MAX buttons 
as desired to populate each area or click directly on those areas 
you wish to populate. The selected area will be highlighted 
with a white border and named between the scroll arrows. 

As each token is added to the map, the LEFT IN STOCK 
figure will decrease accordingly. All of the available tokens 
must be used. Click on RESTART to redo your population dis- 
tribution or DISTRIBUTE ALL to automatically disperse all 
of your available tokens. 
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12. SHIP CONSTRUCTION 

As soon as you begin a turn with at least two tokens in a 
coastal area, the game will ask if you wish to construct a ship. 

Players have the opportunity to build and maintain ships in 
Census order. The Census order may change between turns as 
reflected by the left-to-right appearance of their Nation but- 
tons at the bottom of 
the screen. Census 
order can be varied by 
possession of Military 

which 
allows 
that 
player 
to build and maintain 
ships after players 
who do not also hold 
Military. Building last 
is very advantageous 
because it allows you 
to view opponents 1 
builds before commit- 
ting to your own. 
Building a ship costs 
two tokens which are 
returned to your 
Stock. This may be 
paid either from 
Treasury, by removal 
of tokens from the 
area on the map in 
which the ship is 
built, or by a combi- 
nation of the two. Ship construction thus not only increases 
mobility and movement options, but also replenishes Stock. 
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A ship financed solely by Treasury may be placed in any 
area containing one of your units. A ship built by levy must be 
placed in the area supplying the tokens being levied. 

Ships already in play must be maintained at a cost of one 
token per turn from Treasury or by a levy of one token from 
the area that the ship occupies. Any ships not maintained are 

returned to Stock, 
You may remove a 
ship from the map 
by not paying main- 
tenance and rebuild 
it in a different area 
in the same turn. 

You may have 
only four ships in 
play at one time. 

Since tokens may 
not board a ship 
after the tokens have 
moved, it does little 
good to build a ship 
in an area which no 
longer contains any 
tokens. For that rea- 
son, you should 
rarely build ships BY 
LEVY unless you 
have massed more 
than two tokens in 
an area so that after 
the ship is construct- 

ed, unmoved tokens 

remain in the area to 

board it. [Consequently, ship construction is seldom done in 
the early turns J 
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[CANDIDATE SITES FOR SHIP CONSTRUCTION 
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To build a ship, 
click on the scroll 
arrows to view all 
of the possible 
choices until the area in which you wish to build is named 
between the arrows. Each area will be highlighted on the map 
with a white border as its name appears on the list. 
Alternatively, you may click directly on any eligible coastal area 
to select that area for the build. 

Clicking on the FROM TREASURY 
button will build a ship in the cur- 
rently selected area. This button will be highlighted and work- 
able only if there are two tokens in Treasury. This option is 
thus not possible until you have built cities. 

I Clicking on the BY LEVY button will 
1 build a ship in the currently selected 



area. This button will be highlighted/available only if there are 
two tokens in that area. 
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Clicking on the BY BOTH button will 
1 build a ship in the selected area. This 
button will be highlighted/available only if there is at least one 
token in Treasury and another in that area. One token will be 
removed From each source and returned to Stock, 

| Clicking on RESTART will start your 
Construction Phase over again. You 
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may continue to build ships until you have four on the map, 
or an insufficient quantity of tokens in Treasury and/or on the 
map in coastal areas to construct more. If you do not wish to 
build or maintain four ships, click FINISHED to continue. 

Ship Maintenance and Construction are slow for the AI 
because it plays out every conceivable situation before decid- 
ing what to build or maintain. The three-digit countdown 
which appears when the AI considers these phases represents 
the number of single-ship, double-ship, and triple-ship builds 
being assessed. 
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Alternate Tool Acquisition Colors 



TOGGLES 

The toggles are accessed by clicking on the SYSTEM but- 
ton and then the TOGGLES button. To activate a toggle, 
click in its window until an "x" appears. To deactivate it, 
click in its window until the V disappears. 

RESTART CONFIRMATIONS: Prevents an accidental click of 
the RESTART button from returning to the start of the 
Movement Phase by asking the player to confirm the decision, 

MOVEMENT FINISHED CONFIRMATIONS: Prevents an 
accidental click of the FINISHED button from ending the 
Movement Phase prematurely by asking the player to confirm 
the decision. 

SHOW AI MOVEMENT: Allows the player to watch the AI 
move its units one at a time rather than simultaneously. 

SPEEDUP AI MOVEMENT: A faster version of the above. 

AI PAUSE: The program will wait for the player to click 
CONTINUE before proceeding past the described event. 

ALTERNATE TOOL ACQUISITION: Enables an alternate set 
of colors for labels on the Tool Acquisition Screen. 
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13. CONFLICT 

Conflict occurs when the tokens of different nations occupy 
the same area and the total number of tokens in the area is 
greater than its population limit. An area containing a city is 
fully populated. If the population limit of an area containing 
tokens belonging to different nations is not exceeded, conflict 
does not occur. 

Conflicts may occur between tokens, between tokens and 
cities, and between tokens and cities defended by tokens. All 
conflicts occur in land areas. Ships do not affect conflict, even 
if they have transported tokens to battle. Ships cannot be cap- 
tured or eliminated by conflict. Tokens and cities eliminated 
by conflict are returned to Stock. 

Conflict Between Tokens 

In conflict, nations alternate removing one token at a time 
until only one nation's tokens remain in the area or the popu- 
lation level is no longer exceeded. A conflict may thus end in 
coexistence. The nation with the fewest tokens present 
removes first. 

Nations with an equal number of tokens in an area, remove 
them simultaneously. Consequently, an area which can sup- 
port only one token will become unpopulated. 

If more than two players are involved in a conflict, tokens 
are removed in ascending order of strength. Several players 
may still be required to remove tokens simultaneously. 

Players who hold the Metalworking tool remove 
their tokens only after players in the area who 
do not hold Metalworking, and only if still 
exceeding the population Limit, Consequently, 
the tactics for co-occupation of an area varies greatly when 
only one of the nations has Metalworking, Conflict between 
multiple players holding Metalworking is resolved normally. 
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Conflict is resolved one area at a time once all nations have 
finished movement. Each area in which the Population Limit is 
exceeded is named in the Phase Window in the lower right of 
the screen and highlighted by a white border as the screen 
centers on that area. The losses in tokens and cities extracted 
from that area are summarized in the bottom center - leaving 
only the survivors in view in the highlighted area. Click on the 
FINISHED button to view the next conflict. 

Conflicts Between Tokens and Cities 

Cities are unaffected unless attacked by at least seven 
tokens belonging to the same nation. If fewer than seven 
tokens attack a city, they are eliminated. 

If a city is attacked by seven tokens, the defender replaces 
it with six tokens and the resulting conflict between the attack- 
ing and defending tokens is resolved. If the defending player 
has fewer than six tokens in Stock, the attacked city is replaced 
only by the tokens remaining in Stock. 
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Players may not combine to attack a city. If two players 
have tokens in an area containing a city belonging to a third 
player, they battle among themselves until only one player's 
tokens remain. If seven tokens survive, the survivor may then 
attack the city. 

When a Pirate city is attacked, it is replaced by tokens sole- 
ly for the purpose of resolving combat. If any such tokens sur- 
vive the resulting combat, they are eliminated anyway. 

^J^^rtpj^. Players with the Engineering tool require only 
^ jjUBBitt^ s * x tQ kens to attack a city. The defending city 
^^fero^ is then replaced by five tokens instead of six. 
— — ^ Eight tokens are required to attack a city 
belonging to a player who holds Engineering. The city is then 
replaced by seven tokens. If both the attacker and defender 
hold Engineering, its effects are voided. 

Tokens vs Cities with Tokens 

Conflict between tokens is resolved before attacks on cities. 
Tokens defending a city must be eliminated before the city is 
attacked. The city may only be attacked if a sufficient number 
of attacking tokens survive the initial conflict between tokens. 

Pillage 

When a city is eliminated, the attacking player randomly 
draws and retains one of the victim's trade Goods unless the 
victim has none. 

In addition to drawing a trade Good from the victim, a 
player who successfully attacks a city may transfer up to three 
tokens from his own Stock to his own Treasury, to reflect pil- 
lage of the destroyed city. The number of tokens which may be 
pillaged may not exceed three per city or the number in the 
attacker's own Stock. The victim's Treasury and Stock are 
unaffected by pillage. The loss of a city and the upcoming 
Good that city would otherwise have drawn are sufficient loss. 
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No pillage occurs when a city is converted by 
Monotheism, captured by Pirates, eliminated by 
Barbarians or lost as a result of any other 
calamity or a tax revolt. Pillage occurs only 
when a city is eliminated by direct attack. A player who elimi- 
nates a Pirate city may pillage it. 

14. CITY CONSTRUCTION 

City construction occurs after all conflict is resolved. A city 
may be built in any land area, but only one may be built in 
each area. Each player is limited to a maximum of nine cities. 




CANDIDATE SITES FOR CITIES 
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If you have at least six tokens in an area containing a city 
site (a red or yellow square), you may build a city by clicking on 
the BUILD CITY button. First, however, scroll through the list 
of available areas in which cities can be built by clicking on the 
scroll arrows, [CAUTION: It is usually unwise to build a city 
unless you have twice as many tokens in Stock as cities on the 




City Construction 



map. Doing so, unless you have Coinage (to 
change the ratio of cities:on-map tokens to 1:1) or 
plan to purchase a tool with your Treasury to 
replenish your Stock before the start of your 
next turn, can result in a Tax Revolt.] 
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Tokens used to construct cities are returned to Stock. In 
areas which do not contain a city site, twelve tokens are need- 
ed to build what is called a Wilderness City, 
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If you hold Architecture, you may use tokens 
from your Treasury to assist in the building of 
one city each turn. At least half of the tokens 
used must consist of on-map tokens, but the 
rest may consist of tokens taken from Treasury. However, any 
tokens remaining in the area after the city is built are returned 
to Stock anyway. Architecture may not be used to construct 
cities in areas which contain Barbarians or tokens belonging to 
another player. 




15. SURPLUS POPULATION 
REMOVAL 

After city construction is completed, all surplus population is 
returned to Stock. Areas with cities may not also retain tokens. 
Areas may not contain more tokens than allowed by their pop- 
ulation limits. 

The population limit in areas containing only 
tokens belonging to a player who holds 
Agriculture is increased by one. Agriculture has 
no effect in areas where opposing tokens coex- 
ist or engage in conflict. 

Ships do not count towards population limits. Any number 
of ships may exist in the same area. For example, if three ships 
and three tokens are in an area with a population limit of two, 
one token is returned to Stock but the ships remain without 
penalty. 

After surplus population has been removed, each player 
must have two tokens on the map for every city in play. These 
tokens represent the agricultural support needed to maintain 
the urban populations. Players who do not have enough 
tokens on the map to support their cities must reduce their 
cities, one at a time, until there are enough tokens to support 
the remaining cities. 
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Players who must reduce unsupported cities may select the 
cities to be reduced first. However, newly constructed cities 
must be reduced before cities which were built or acquired in 
a previous turn. For that reason you will be unable to just 
click on any city area for reduction, but must scroll through 
the list of cities acquired in that turn. 

City Reduction 

Cities are reduced by clicking on the REDUCE CITY button. 
The city whose area is currently highlighted on the map will 
be replaced by the maximum number of tokens allowed by the 
area's population limit if that many are currently available in 
Stock. These added token(s) are used as support for other 
cities vulnerable to reduction. If there are not enough tokens 
in Stock to meet the population limit when a city is reduced, 
the city is replaced with the tokens the nation currently does 
have in Stock. If other cities are still unsupported, they are 
eliminated. The reduced city returns to Stock from where it 
can be built again. 

When forced to reduce your own cities it is usually wise to 
replace those in areas with the highest Population Limit since 
they will be replaced by the most tokens, Stock permitting, 

City support is checked only at two points in each turn: 

• after the removal of surplus population, and 

• after resolving calamities. 
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The Census screen can be accessed anytime by pressing 
the CENSUS button which is present on most screens. It's 
sole purpose is to provide the player with a comparative 
accounting of the on-map token population of each nation 

The sequence for Ship Maintenance, Ship Construction 
and Movement is determined in favor of the nations with the 
least tokens on-map by making those with the largest token 
populations maintain, build, and move first. Nations with the 
same number of tokens on map move in order of their 
appearance (from top to bottom) on the AST. 

Holders of Military are the sole exception. 
Those nations may maintain, build, and move 
last. If several nations possess Military, Census 
and AST order are then used to determine who 
goes first. The Census token of those with Military is shown 
with a dashed border. In the above example, Iberia will 
move last and Africa fifth because they both have Military 
and Iberia has less on-map tokens. 






Goods Acquisition 
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16. GOODS ACQUISITION 

You are entitled to draw one trade Good per turn for 
each city you possess. The player with the fewest num- 
ber of cities on the hoard draws his Goods first, fol- 
lowed by the player with the next fewest number of 
cities, and so on, until all players have drawn their 
Goods. The order of the draw is important because 
often there will not be enough Goods of each type 
available for everyone, so those drawing last run the 
risk of being shortchanged. The order of the draw is 
shown from top to bottom by the token display at the 
left and from left to right by the Nation buttons at the 
bottom. 

The more cities you have, the more Goods you get, 
plus the value of each type of Good received increases 
correspondingly with the number of your cities. For 
example, if you have only one city you can deal only in 
Ochre or Hides which have a base value of one apiece. 
With two cities, you will receive one of the "value 1" 
Goods plus either Papyrus or Iron which have a base 
value of 2 apiece. Goods are drawn randomly from 
stacks of the same value. One Good is drawn from each 
stack, progressing from the first stack, until you have 
drawn from the same number of stacks as you have 
cities in play. 

If a stack is empty, you may not replace the lost 
Good with one from another stack. That city simply 
does not produce any Goods for you in that turn. 

The identity of Goods acquired is kept hidden 
from other players, When the computer draws 
Goods you will see only their blank backs. 
When playing with other humans, click on the 
REVEAL GOODS button when the proper 
player is in place and ready to proceed. 




Goods Acquisition 





SALT 1 



Stacks 

Each stack consists of roughly equal numbers of two 
types of Goods with the same base value (i.e., 1 for 
Ochre and Hides, 4 for Oil or Grain). The second Good 
listed in the display at left is usually the more numerous 
of the two Goods which makes it slightly easier to col- 
lect. For example, there is one more Salt in the "3" stack 
than there is Timber. See the back cover of the manual 
for exact numbers of each type of Good available. 

Calamities 






Hidden in each stack of Goods 
(except the first) are one or two 
calamities. These thorns among the 
roses convey penalties of varying 
severity on those still holding them at the end of the 
Trading Phase. Calamities are of two types. The black 
calamities are tradable and may be passed to an unsus- 
pecting trading partner in the following Trade Phase. 
The red calamities (Volcano/Earthquake, Famine, Civil 
War and Flood) may not be traded. The player who 
drew them is always their primary victim. 

Buying Gold, Ivory or Piracy 

A player, regardless of the number of cities he 
^ - has on the board, may buy one or more Goods 
*" rom nint ^ (Gold/Ivory) stack at a cost of 
Piracy! 18 tokens from Treasury per item. If such a 



purchase is possible, the BUY GOODS button will be 
activated immediately after you draw your normal allo- 
cation of Goods. Such a purchase can also result in 
drawing the Pirates calamity instead of the desired 
Goods. The spent tokens are returned to Stock. 

If playing with the "Purchase Any Goods" variant 
option, you may purchase one Good from any stack for 
twice its base value in tokens from your Treasury. 




Purse Total Goods Held Bluffs and Wants selected herd 
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1 7. TRADING 

Nations trade to build sets of the same Goods, as sets are more 
valuable than individual items. Trade is open to all players. 
Offers may be made, altered or withdrawn in open negotiation, 
but once Goods have changed hands, the deal cannot be 
revoked. Trade is conducted by barter of Goods between two 
players. Trades may not include Treasury or Tools. 

Each trade must involve three Goods on each side. A player 
with fewer than three Goods may not trade, although it is 
rarely profitable to trade until you have at least six Goods any- 
way. The number of Goods required to participate in trading 
varies between 3 and 7, and can be set on the Game Options 
screen at the start of play (see page 3). When negotiating a 
trade, each player must honestly inform the other of two of the 
Goods to be traded. The remaining item need not be correctly 
specified and may consist of any Good or tradable calamity, 
regardless of what was promised in the form of a Bluff. 

The process starts on the screen at left with the equivalent 
of an open air bazaar with all of the players hawking their 
wares simultaneously. On this screen you shout out your 
wants and offers simultaneously to all players hoping to attract 
a deal for your Goods. The screen at left shows Asia hollering 
the equivalent of: "I have Timber, Bronze and Spice. Til trade 
for Oil, Grain, Resin, Gold or Papyrus". This pitch is delivered 
to all players simultaneously and each, in turn, on the next 
screen will have an opportunity to respond and make an offer 
based on mutual needs and resources. Any trading partner 
accepting Asia's offer can only be sure of receiving two of the 
three items. The third promised Good could be anything. A 
trader has no way of knowing what the other item will be until 
it is received. 

Before making this offer, Asia's entire supply of Goods was 
displayed at the bottom of the screen and included the three 
Goods which it has just offered. Altogether, Asia has 14 
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Goods at the start of the phase and they are all highlighted as 
is the "Truly stated" portion of the screen. By clicking on the 
two Goods you are willing to give in trade, those Goods will 
disappear from your Purse and fill the "Truly stated" spaces. 
The "Bluff" space is then highlighted as are all 18 Goods 
shown at the right. 

The Bluff space must be filled by clicking on one of 
the 18 highlighted Goods at right - even if you 
intend to trade truthfully and deliver all that you 
promise. Once you have clicked on one of the high 
lighted Goods, the "Replace your bluffs with ..." sec- 
tion and your remaining assets will be highlighted. 
You must click on one of the remaining items from 
your Purse to fill that section. This is the time to 
trade a black calamity to an unsuspecting opponent. The red 
calamities cannot be traded. 

Once you've filled the top line, the second line "You want 
to trade for ..." section and the Goods at right are highlighted 
again. You can click on up to five of the highlighted Goods at 
the right to inform other players what Goods you'd like to 
receive in exchange. Usually, youll want to match some or all 
of your remaining assets shown at the bottom of the screen. 

| If you make a mistake, any section 
I can be redone by clicking on it to 
highlight it again and then clicking on the CLEAR SECTION 
button. Alternatively, you can redo everything by clicking on 
the CLEAR ALL button. Once you Ye satisfied with your initial 
Trade Offer, click on the FINISHED button. 

In the second and subsequent trading sessions of 
the same round, players may find it advanta- 
geous to review the trades made in the previous session to see 
who is likely to have a particular Good. Clicking on the 
REVIEW button will show the public form of trades made in 
the last session. 
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The "Make Counter Offers" screen appears next. It lists all 
of the initial offers made by all players including yourself. 
With six or more players, it may be necessary to click the 
highlighted NEXT PAGE button to view all the offers. You may 
respond to any or all of these offers with a proposed trade for 
the items they have declared as being available. Your present 
assets are shown at the bottom of the screen along with an 
accounting of their worth and the contents of your Treasury at 
right. These values are helpful in deciding how badly you want 
to trade since you may have a minimum point figure in mind 
in order to purchase a Tool in the next phase. 

By comparing the offers at left with your assets shown at 
the bottom of the screen, you can decide which offers are 
potentially the most rewarding and thus deserving of a 
response. Although you can respond to any or all of the offers 
by clicking on the corresponding RESPOND TO OFFER but- 
ton, once you have finished on the resulting Respond to Offer 
screen, you w T ill be unable to retract the offer. Since you can 




make only one trade per round, it is possible that a secondary 
offer will be accepted. View it as if you were baiting several 
hooks at once. The game warden allows you to use several 
lines at once, but you can catch only one fish - the first one 
out of the water. Responding to several offers increases your 
chances of making a trade, but each additional offer you make 
increases the chance that the offer you like the most will be 
negated by someone accepting one of your other offers first. 
Since the first offer accepted voids the rest and the order of 
trade acceptance is random, it may be better to respond to 
only one offer if you find it much more attractive. 

Offers on this screen must be made carefully. Whereas you 
have the right of refusal to counter offers made to your initial 
Trade Offer Declaration, any responce you make on the 
"Respond to Offer" screen will be accepted or declined at the 
whim of the player receiving that offer. If that player accepts 
your offer before you get a chance to accept another player's 
Response, you will be committed to that offer as your sole trade 
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for that round. Click RESPONSE COMPLETED when you arc 
satisfied with your offer. It will return you to the "Make 
Counter Offers" screen where you can respond to other offers 
or click FINISHED to reach the " Accept Offers" screen. 



Accept Trad 
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Now you have arrived at the moment of truth. Each player 
in the order shown by the left-to-right display of the nation 
buttons is given an opportunity to complete a deal on the 
"Accept Trades" screen. You can view the offers made to each 
of those players (albeit without the "If Not Lying" figures") by 
clicking on their respective nation buttons. 

The top line shows your initial offer which has been subtracted 
from your remaining assets shown at the bottom of the screen. In 
the rows beneath that initial offer are any responses it drew from 
the other players. The value of each trade to you in total worth of 
assets gained or lost (if your trading partner delivers as promised) 
is displayed to the right of each offer in the "If Not Lying" column. 
While this quickly quantifies the face value of all trades, it is not a 
completely reliable gauge given the likelihood of Bluffs. 
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Indeed, you might wonder if this column has any value at 
all inasmuch as a trader is allowed to lie about one item in 
three in each deal. However, as in real life, honesty is its own 
reward. Just as you wouldn't buy another car from a salesman 
who sold you a lemon previously, the game remembers when 
you Ve been less than forthright in your trades. Each time you 
trade with a computer-played nation and deliver less than 
promised, that nation will be less likely to trade with you in 
the future. Nations with which youVe engaged in conflict that 
turn will also be less willing trading partners as will those trail- 
ing you badly in the advance of civilization. 

rr - If you click the ACCEPT OFFER button following 

H r Vic V/ 

1 any response, the deal is made and all other offers 

and responses by you and your trading partner to other 
nations are immediately voided. In subsequent trading ses- 
sions of the same round, the REVIEW button will be activated. 
Clicking it will display previous trades made in that round so 
you may better judge who might actually have all that they are 
offering. 

Value of Goods 

If you hold more than one of the same type of Good, the value 
of the set is increased by squaring the number of Goods held, 
and multiplying the result by the base value of the item. For 
example, three grains (each worth four) have a value of 3 x 3 x 
4 = 36, rather than 4 + 4 + 4= 12. Different Goods of the same 
value may not be combined in sets. See the back cover of this 
manual for a complete display of Goods set values. 

Mining increases the value of Iron, Bronze, 
Silver, Gems or Gold by one item once each 
turn. For example, if you hold the Mining tool, 
you may use three Bronze to purchase a tool 
by increasing the value of the set from 54 to 96 (the value of 
four Bronze), but could not also use Mining to increase the 
value of a set of Gems in the same turn. 
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18. CALAMITIES 

Calamities occur as a result of creating (drawing) Goods. At 
least one calamity occupies each stack of Goods except the 
first. Two calamities occupy the second through fifth stacks. 
Thus the need to gain Goods to advance one's civilization is 
restrained by the possibility of opening Pandora's box with 
each Good drawn. The odds of drawing a calamity vary from a 
high of 2 in 15 for stack 5 to a low of 1 in 10 for stacks 8 and 
9. Calamities are resolved immediately after trading ends. 

Calamities are of two types. There are four 
non-tradable calamities which are red and 
must be retained by the players who drew 
them until the end of trading. The other 
eight calamities are black and can be traded in the ensuing 
Trade Phase. 

A player receiving a calamity in trade may trade it to anoth- 
er player, and so on, until the trading session ends in a game 
of hot potato or musical chairs in which the player holding the 
calamity when the music stops and the trading ends is burned, 

A player who drew a tradable calamity need not try to trade 
it, but it cannot be held for future turns, Calamities take effect 
on the turn in which they are drawn. If a player retains a trad- 
able calamity, he becomes the primary victim of the calamity, 
just as though it had been traded to him. When a player 
retains a tradable calamity which also affects secondary victims 
(Epidemic, Iconoclasm and Heresy, and Piracy), any other eli- 
gible player may be named as a secondary victim. 

Unless the "more than 2 calamities per victim" variant has 
been selected at game start, a player may not be the primary 
victim of more than two calamities in the same turn. If a player 
has more than two calamities at the end of the trading phase, 
the game removes one at random. There is no restriction on 
the infliction of secondary 7 effects of calamities. 
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Resolving Calamities 

There are two calamities each in stacks 2 through 5, and 
one calamity in stacks 6 through 9. There are no calamities in 
stack L ^. : 

Calamities are resolved in ascending order, starting with 
Volcanic Eruption/Earthquake and ending with Piracy. 
Whenever there are two calamities in the same stack, one is a 
non-tradable (red) calamity. Non-tradable calamities are 
resolved before tradable calamities of the same numeric value. 

The player holding a calamity at the end of the trading ses- 
sion is the primary victim of that calamity. Often, other players 
must be selected by the primary victim as secondary victims. 
The player who traded a calamity to the primary victim may 
not be selected as a secondary victim. 

When resolving calamities, cities are worth up to five units 

and tokens are worth one. If a city is reduced, surviving tokens 

are not counted towards the resolution of the calamity. 

EXAMPLE: Africa must remove ten units because of Famine. It 
could remove two cities, ten tokens, or any combination thereof. If 
the African player decided to reduce a city, leaving two tokens in its 
place, this would count as three units. 

Players must fulfill their losses from calamities by the exact 
amount required, if possible. If unable to do so, a player may 
exceed the amount required, but only by as small an amount 
as is necessary. Barbarian tokens and Pirate cities occur as a 
result of calamities and are usually unaffected by other calami- 
ties. However, unlike the boardgame, Pirate cities can be 
destroyed by Flood, Volcano and Earthquake. 

After all calamities are resolved and civilization tools are 
purchased, the tradable calamities are shuffled together with 
spent or discarded Goods of the same value and returned to 
the bottom of the appropriate stack to be drawn again in 
future turns. Non-tradable calamities are then placed at the 
bottom of the appropriate stack. 




VOLCANO: If the primary victim has any cities in an 
area touched by a volcano, it erupts and eliminates all 
units, regardless of ownership, in the areas touched 
by the volcano. If the primary victim has cities in 
areas touched by more than one volcano, the site of the erup- 
tion is that which causes the greatest total damage to the pri- 
mary victim and any secondary victims. In the event of a tie, 
the primary victim selects the location of the eruption. 

If the primary victim has no cities in an area touched by a 
volcano, one of his cities is destroyed by earthquake. One city 
belonging to another player is reduced. This second city must 
be in an area adjacent to the destroyed city, even across water. 
As above, the site of the earthquake is that which causes the 
greatest total damage. Contrary to the boardgame, this calami- 
ty will destroy Pirate cities. 

If the primary victim holds Engineering, an 
earthquake reduces, rather than destroys, his 
city. A player who holds Engineering may not 

be selected as a secondary victim of an 

Earthquake. Engineering has no effect on Volcanoes. 
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TREACHERY: One city belonging to the primary vic- 
tim is replaced by one city from the Stock of the play- 
er who traded him the calamity. If that player has no 
available cities in Stock, the city is eliminated. The 
player trading the calamity selects the city to be gained. 
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Treachery and do 
not trade it, one of 
your cities must be 
reduced. Since no 
one traded the 
calamity to you, no 
one else directly 
benefits from your 
misfortune. You 
may click on the scroll arrows to view the choices of your eli- 
gible cities. Once you click on the REDUCE CITY button, the 
highlighted choice will be replaced with your tokens equal in 
number to the area's Population Limit or the contents of your 
Stock (whichever is less). 



ITALY ts a victVn of hh own Treochery. Select the 
city to be reduced. 



ITHACA 





Level 3 Calamities 



CIVILIZATION 





are lost 
victims 



FAMINE: The primary victim loses ten units and 
must instruct other players to remove 20 units, no 
more than eight of which may come from any one 

I player. The primary victim decides how many units 
by each of the secondary victims, but the secondary 

decide which units to remove. 



Assignments for FAMINE secondary losses 



AFRICA IBERIA ILLYRIA CRETE ASSY BABL EGYPT 
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Players who hold Pottery may reduce their 
losses by four units for each Grain held. Grain 
used for this purpose is not discarded, but 
may not be used to acquire civilization tools 
until the following turn. 





SUPERSTITION: Three cities belonging to the prima- 
ry victim are reduced and replaced by tokens from 
Stock equal to the area's Population Limit. The pri- 
mary victim chooses which cities are reduced. 
Usually, cities in high Population Limit areas should be chosen 
since they are the easiest to rebuild. 





You must reduce 3 cities. 
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If the primary victim has Mysticism, two cities 
are reduced; if the primary victim holds 
Deism, one city is reduced; if the primary vic- 
tim holds Enlightenment, there is no effect. 
These effects are not cumulative. The governing effect is that of 
the highest level Religion card held. 
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CIVIL WAR; The victim's nation is divided into two 
factions. The player with the most units in Stock 
inherits one of the two factions. If the victim already 
has the most units in Stock or is too small to split 
into two factions, there is no Civil War. 

Both the victim and his beneficiary determine 
the first faction. The victim begins by selecting 
15 to 35 units as instructed. Ownership of cer- 
tain Tools will increase the amount of units to be 
selected. The beneficiary then selects an additional 20 units of 
the victim to complete the first faction unless the victim holds 
Philosophy. The remainder is the second faction. If the benefi- 
ciary runs out of units in Stock, the remaining rebels are taken 
over by the player with the next most units in Stock, and so on. 

If the victim holds Military, 5 units are removed 
from each faction, preferably from areas adjacent 
to the other faction. If elimination of exactly 5 
units is impossible, a target number will be set 
which is the lowest amount by which you can exceed the 
required loss. You must eliminate units until this amount is met 
which means continuing past the "0" units-to-remove mark. 





SLAVE REVOLT: Ten, 15, or 20 tokens belonging to 
the victim may not be used to support his cities for 
the rest of this turn. After the end of the current 
calamity phase, the tokens again function normally. 

Possession of the Mining/Enlight- 
enment tools respectively increas- 
es/decreases the size of the slave 
revolt by five tokens from its 
normal base of 15 tokens. 

Each city lacking the support of two rural tokens is reduced 
one at a time, with the new tokens created by that reduction 
providing support for the victim's remaining cities. If the victim 
has less than 15 tokens on the map, only those tokens are 
affected. The tokens placed on the map after the reduction of 
the victim's cities may always be used for city support. 

Slave Revolt has no effect if the victim's on-map token pop- 
ulation is sufficient to provide two rural tokens for each of his 
cities after deducting the temporarily ineffective slave tokens. 
This calamity may thus pose no threat to some players. Always 
check your Inventory before deciding which calamity to trade. 

1 




REVOLT 
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FLOOD: If the primary victim has units on a flood 
plain, he loses a maximum of 17 units from that 
flood plain. Cities are vulnerable to flood if they have 
been built in areas which are part of a flood plain. 

Ten units on the same flood plain belonging to one or more 
secondary victims are also removed. The primary victim appor- 
tions the losses among the secondary victims as he chooses, but 
the secondary victims themselves choose which of their units 
are lost. If there are only ten or less units on the affected flood 
plain belonging to other players, all are eliminated. 

If the primary victim has units on more than one flood 
plain, the flood occurs on the one containing the greatest 
number of his units. If he has no units on a flood plain, one of 
his coastal cities of his choice is eliminated by tidal wave 
instead. If he has no coastal cities, there is no effect. 

Possession of Engineering reduces flood losses to 
a maximum of seven units, whether as a prima- 
ac ry or secondary victim. A primary victim with 
Engineering who has no units on a flood plain, 
must reduce, rather than eliminate, one of his coastal cities. 




5MSJCEX> 

CIVILIZATION 





BARBARIAN HORDES: Fifteen Barbarian tokens are 
placed in one of the primary victim 1 s start areas which 
causes the greatest damage to the primary victim. If the 
primary victim does not have units in any of his start 
areas, the Barbarians are initially placed in an empty start area 
or in an area which contains units belonging to a player other 
than the primary victim if no other area is available. 

Immediately after initial placement, conflict is resolved 
between the newly placed Barbarians and any units, including 
those of nations other than the primary victim, in the area 
occupied by the Barbarians. Once conflict arising out of their 
initial placement is resolved, all the surviving Barbarians in 
excess of the Population Limit of their area move to the adja- 
cent area which will result in the greatest damage to the pri- 
mary victim. Once there, conflict is again resolved. This 
process is repeated until there are no surplus Barbarian tokens. 

Barbarians always move as a unit, except when they leave 
tokens in areas they have already occupied. Barbarians may 
move across water boundaries without ships, but not across 
open sea areas. 
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BAR6ARIAN CONFLICT - UNITS REMOVED 




ITALY 



BARBARIAN 



All movement and conflict involving Barbarians is 
completed during the calamity phase, before the reso- 
lution of subsequent calamities. Once the Barbarians 
have stopped moving, they remain on the map until eliminated 
by other players. Barbarians do not increase their population 
and may not be selected as secondary victims of calamities. 

Barbarians 
enter areas 
occupied . 



solely by the 
primary vic- 
tim's cities or 
tokens, if 
they can 
inflict dam- 
age on the 
primary vic- 
tim by enter- 
ing such 
areas. If un- 
able to move 

into such an area, they will enter empty areas or areas occu- 
pied by units belonging to other nations - destroying them in 
conflict - to reach the nearest area in which they can inflict 
damage on the primary victim. Barbarians do not attack their 
own tokens. They may pass through areas they have already 
occupied with no ill effects. It is possible that a primary victim 
with no units near his starting areas may not suffer any ill 
effects from this calamity, as the Barbarians might exhaust 
themselves ravaging and occupying areas while trying to reach 
the nearest vulnerable primary victim units. 

Crete, due to its seclusion as an island nation, may not be 
the primary victim of Barbarian Hordes. Thus, this calamity 
has no effect if held by Crete at the end of the Trading Phase. 
Crete may thus hold it or trade it with impunity. 
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EPIDEMIC: The primary victim loses 16 units and 
orders other players to lose 25 units of their choice, 
no more than 10 of which may come from any one 
epidemic! player. A player who traded Epidemic to the primary 
victim may not be selected as a secondary victim. 

A nation removing 
tokens as a result of 
an Epidemic must 
leave at least one 
token in each affected 
area. Any cities which 



|| AFR ICA) assign secondary losses for Epidemic.]: 

CRETE 



ISERIA 
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are eliminated by an Epidemic are replaced by at least one 
token, so cities account for a maximum of four units when cal- 
culating losses from this calamity. 

A primary victim with Medicine reduces his loss- 
es by eight units; a secondary victim's losses are 
reduced by five units. 

A player who holds Roadbuilding loses an addi- 
tional five units to Epidemic, both as a primary 
and a secondary victim. 






Level 7 & 8 Calamities 
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CIVIL DISORDER: All but three of the victim's cities 
are reduced. The victim chooses which cities to 
reduce by clicking on the scroll arrows until the ones 
IefipeRieI to be lost are highlighted with white borders. Because 
the cities are reduced instead of eliminated, this calamity is not 
as severe for those nations with cities built in areas with high 
population limits. 








Certain Tools decrease the likelihood and severity of Civil 
Disorder, The number of the victim's cities reduced by this 
calamity is decreased by one for each of the following tools 
held: Music, Drama and Poetry, Law and Democracy. 

Other Tools increase the likeli- 
hood and severity of Civil 
Disorder. The number of cities 
reduced by this calamity is 
increased by one each for holding Military and Roadbuilding 










ICONOCLASM &r HERESY: Four of the primary vic- 
tim's cities are reduced. The victim chooses which 
ones. The primary victim must also order the reduc- 
tion of two cities belonging to other players. The 
player who traded the calamity to the primary victim may not 
be selected as a secondary victim. 

The number of 
cities reduced is 
decreased by one 
each for holding 
Law and/or Philosophy. Theology reduces the number of cities 
held by three. 

The number of cities reduced by 
this calamity is increased by one 
each for holding Monotheism 
and/or Roadbuilding. 

A secondary victim who holds Philosophy may 
lose only one city as a result of the primary vic- 
tim's order. A player who holds Theology cannot 
be named as a secondary victim. 
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PIRACY; The primary victim loses two coastal cities. 
If received in a trade, the player trading the calamity 
selects the cities. These cities are replaced by two 
pirate cities. 




AFRICA, select African coastal cities to be taken by 

Pirate3. 
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Level 9 Calamity 




Two other players each lose one city which is similarly 
replaced by pirate cities, even if the primary victim had fewer 
than two coastal cities and was thus not himself fully affected. 
The primary victim selects these cities. A player who traded 
Piracy to the primary victim may not be selected as a sec- 
ondary victim. 




AFRICA, select secondary coastal cities to be taken 

by Pirates. 



LEFT TO 


2 REMOVE 
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Pirate cities do not require rural token support, and remain 
on the board until attacked and destroyed. When a pirate city 
is attacked, it is replaced by unused tokens solely for the pur- 
pose of resolving conflict. After conflict is resolved, any surviv- 
ing pirate tokens are eliminated. When a pirate city is 
destroyed, the attacker may pillage the city for the purpose of 
transfering tokens from his Stock to his Treasury, but does not 
gain any Goods from the defeated city. 
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Goods toward purchase 







gems 





TEGORY: Arts. 
COST; 60. 

CREDITS: 5 point Art3 credit; 10 poin 
to Democracy and Enlightenment; 
points to Literacy. * 
CREDIT/COST RATIO: 65/60 = 1.08. 
ATTRIBUTES: None. 
CALAMITY EFFECTS: Reduces the 
ef f ects of Civil War and Civil 
Disorder- 



Carry Forward 
Credits 
Goods 
From Treas, 




Still needed 
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19. BUYING TOOLS 



TOO! 



Each player has the option of acquiring one or 
more tools by turning in Goods and/or Treasury 
tokens and applying credits from previously purchased Tools. 
A set of cards has been enclosed with your game to illustrate 
the Cost and Category of each Tool. The reverse side of each 
card lists its Credits, any Prerequisites, Credit/Cost Ratio, 
Attributes, and Calamity Effects, This same information can be 
obtained on screen by clicking on the TOOLS button to sum- 
mon the Civilization Tools screen. 
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The Civilization Tools screen lists all 24 Tools for each player on a 
color-coded background which identifies each Tool according to 
Category. Blue are Crafts, Green are Sciences, Red are Arts, Brown 
are Civics, and Gray are Religions. Tools listed in yellow type are 
possessed; those listed in black type are not yet obtained. Those listed 
in white type were purchased in the previous round. The number to 
the right of each player's holdings is the total value of that player's 
Tools. Clicking on any Tool name will summon a window describing 
that Tool. 



Buying Tools 



Tools are acquired in A.S.T. order as listed from left to 
right on the bottom of the Tools Acquisition screen. This 
allows players to see the acquisitions of other players preced- 
ing them before deciding on their own purchases. 

Tokens from Treasury may be used to acquire Tools, but a 
player may not spend more tokens than required. 

Most Tools provide credits towards other Tools of the same 

group (group credits), as well as special credits towards certain 

other Tools. However, credits may not be used in the same 

turn in which they are acquired. A player must wait until the 

next turn to use credits from newly acquired Tools. 

In the example on the facing page, our player holds Mysticism and 
Clothmaking (acquired in a previous round), eight Goods (two 
Bronze, and one each Hides, Timber, Grain, Cloth, Resin and Gems), 
and 20 Tokens in Treasury. Consulting the Acquire Civilization Tools 
screen, our player sees that he can purchase Pottery, or Music, or 
Drama & Poetry since those Tools are shown with green text. The 
"buyable" text color can be changed to blue (to aid those who are 
color blind) by clicking the "Alternate Tool Selection Colors" box 
under the SYSTEM: TOGGLES controls. The two Tools he already 
holds are shown in yellow text while all the others are currently 
beyond his means and have red labels. He wishes to acquire Drama & 
Poetry (value 60). By clicking the Drama & Poetry button, its 
description appears at the right along with an accounting ledger of 
what will be required to purchase it. His Mysticism tool provides five 
points in credit; his Goods have a total value of 52 (24 for the set of 
Bronze); and the Treasury holds 20 tokens. The total value is 77 
points (five in credits + 52 in Goods + 20 in Treasury). By clicking on 
his Goods one at a time, he moves them from his "purse" at the bot- 
tom of the screen to the ledger. As each is added to the ledger, its 
value is added to the purchase total and subtracted from his purse 
(shown in the lower right corner), and the total "Still needed" to com- 
plete the purchase is reduced. The player can change his mind and 
return Goods from the ledger to his purse by clicking directly on the 
Goods he wishes to return or on the RESTART button to begin anew. 
Tokens are moved from Treasury to the ledger by clicking on the yel- 
low Treasury arrows. Click on the ACQUIRE button to finalize a pur- 
chase and on the FINISHED button to end the phase (with or without 
a purchase). 




Buying Tools 



If a player holds Mining before the Acquire Tools 
Phase, his ledger will be augmented by the addi- 
tion of an "Apply Mining to" line. Mining 
increases the value of any one set of Iron, 
Bronze, Silver, Gems or Gold by one additional item. The 





pply Mining 



NONE 



Carry Forward 



Credits 



Goods 



From Treas. 



Still needed 



Purse Value at the bot- 
tom right of the screen 
reflects the increased 
value of the players 
Goods assuming that 
the most valuable 
Good has been selected 
for the Mining en- 
hancement. However, 
you must select the 
Good to be affected by 
clicking on the Mining 
arrows to reveal the 
Good to be enhanced. 
Should you choose 
other than the most highly valued Good, the remaining Purse 
value will be too high (in terms of remaining purchasing value 
during this turn) although the ledger value calculations will 
accurately reflect this turn's purchase. 

A credit from a Tool which is already owned by a player 
may be applied towards the purchase of more than one addi- 
tional Tool, but the credit may only be applied once to each 
new Tool. For example, a player holding Astronomy, which 
gives a 20 point credit towards all other sciences, may apply 
the 20 point credit to the purchase of both Coinage and 
Medicine in the same turn. 

Once acquired, Tools are never lost or traded. They belong 
to the player who acquired them for the rest of the game 
regardless of what happens. 
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Four Tools (Engineering, Mathematics, Literacy and 
Mysticism) belong to two groups. These are printed with both 
group colors as a background to the button. They receive all 
the advantages of both groups. For example, a player acquiring 
Engineering receives credits from his blue craft Tools and his 
red science Tools. Conversely, a player who already holds 
Engineering may use both the craft and science credit associat- 
ed with Engineering to acquire other Tools. 

A Tool with two colors counts for two groups when deter- 
mining whether the entry conditions for the Late Bronze and 
Early Iron Ages have been met. 

No "change" is given if the value of Goods and credits 
exceeds the value of the Tools purchased. However, any excess 
from the first Tool purchased in the same turn will be listed as 
a "Carry Forward" credit for any further purchases made by 
that player during that turn. Otherwise, any excess is lost. 

Prerequisites 

Certain Tools may only be acquired if you have already 
acquired a specific Tool in a previous turn. Engineering is 
required for Roadbuilding and Mining; Law is required for 
Democracy and Philosophy; Enlightenment is required for 
Monotheism and Theology. Such requirements are listed as 
Prerequisites on those Tools requiring them. 

Removal of Surplus Goods 

After the Tool Acquisition Phase, players may retain up to 
eight Goods in their purse for the next turn. All excess Goods 
of the player's choice must be discarded. These Goods are 
shuffled with the others used to purchase Tools that turn and 
returned to replenish their respective stacks to be drawn again 
in future turns. Calamities may not be retained or surrendered. 
If a tradable calamity is not traded and resolved against anoth- 
er player, it is resolved against the player who drew it. 
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Once all players have acquired Tools, all Goods spent for 
that purpose, excess Goods and any tradable (black) calamities 
which were drawn in that turn are shuffled together by the 
program and placed in their respective same-value stacks. Any 
non-tradable (red) calamities which were drawn that turn are 
then placed at the bottom of their respective stack. What this 
means is that the calamities will reappear, although the black 
ones can be expected to strike before the red ones, 

20. SCORING 

The current overall score of every nation can be viewed by 
clicking on the SYSTEM button and again on the SCORING 
button which subsequently appears. Each nation's score con- 
sists of the following factors: 

• the value of Tools held 

• the value of all Goods held 

• the number of tokens in Treasury 

• 100 points for each space advanced on the AST 

• 50 points for each city on the map 

The player with the highest score when any nation reaches 
the last space on the AST wins the game. Once any nation's 
marker on the AST reaches the Finish space, the game ends. 
Although that player may not necessarily win the game, all 
players would do well to mark his progess since a player lead- 
ing in points might actually want to help another nation reach 
the Finish. Conversely, a player who is trailing is trailing will 
want to prevent anyone - even someone with a lower score - 
from reaching the Finish and ending the game. 

The current score can be accessed at anytime by clicking on 
the SYSTEM button followed by the SCORE button. The score 
is shown graphically on a turn-by-turn basis so that you can 
trace your relative position throughout the game. You current 
point total is shown at right where the nation scores are listed 
in descending order. 
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2 1 . PLAY BY EMAIL 

ADVANCED CIVILIZATION can be played against other 
players worldwide by the transmission of binary game files. 
Game file exchange may be accomplished by any means avail- 
able to the players including on-line sendees such as COM- 
PUSERVE, AMERICA ON LINE, GEnie, etc or BBS systems, 
direct modem connections, or UUE encoded messages. One 
player acts as the host who receives and sends files. All players 
must be human. 



New Game Options 



■ ®» Number of Human Players 
•®» Number of Computer Players 

■ Play-by-email . 
# of Trading Sessions 
•@« Minimum Goods Before Trading Alie ned 

ee Normal Computer Al 



To begin a PBEM game as the host, click on the START A 
NEW GAME button on the title screen. When the New Game 
Options screen appears, click on the Play-by-email section and 
then choose the other game options and variants normally. 
Choices listed in gray text are not available in the Email ver- 
sion. Click on START GAME when you're ready to continue. 



Variants 

■ Allow more than 2 calamities per v ictim 

■ Altow purchase, from any stack . 

■ Draw 2 goods per city 

■ - Anc* her noop r i rveesis y nzpkx 

■ Rea Goo.::;: in trade are known 
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Player t 
Player 2 
Ptayor 3 
Player 4 
PtayerS 
Ptoyer 6 



PBEM User Setup 



6EWA 



TKIACC 
CftETE 



ASIA 



Starting Territory 
TUMSJA 



GEPMANf 
SCVTHA 

KUBAN 




PtayerS Name and Addrew 
Joe Amorol 72662,2443 



Don Greenwood 72662,2443 



BTT) Levay 72662*2443 



Trfah ^Wlton ?£662£443 



r.on PobVwon 72662,2443 



BenKrrigr* 72662^2443 



Ho*liJ PtayorS 



The PBEM User Setup screen will appear. Enter each play- 
er's name and Email address (or account number) in the third 
column. Hit ENTER when finished. By clicking in each play- 
er's Nation box, a set of scroll arrows will appear listing the 
possible Nation choices currently available. Click on the scroll 
arrows until the desired choice appears. You can then click in 
the Starting Territory columns to scroll through the applicable 
choices there. Such assignments can be made randomly or 
through prior agreement with your participants. After com- 
pleting the selection in all three columns for each player, des- 
ignate yourself as host by dialing the correct player number 
with the bottom set of scroll arrows. Clicking on START will 
then begin the game. 

If you have already hosted a PBEM game, starting this new 
game will remove all traces of the prior game from your direc- 
tory. You can play in any number of PBEM games, but you 
may host only one in each directory. If you want to host more 
than one game at a time, you will need to install the game 
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again into a different directory and be careful to move incom- 
ing player files to the correct directory. The program will ask 
you to verify the removal of any prior PBEM files from your 
directory before proceeding. Respond "Yes" only if you want to 



Starting thfe new PBEM game will remove any traces of 
previous P6EM games from your hard tHve. Proceed? 





eliminate all prior files. The program will then deposit the nec- 
essary files in the PBEM_Out sub-directory and instruct you to 
send each one to 
the proper player. 
The program will 
then continue and 
allow you to make 
the opening moves 
for your country. 
Each of the other 
players to be sent a 
file will soon be I 
making a similar 
move for his own 
nation. 

The PBEM ver- 
sion plays different- 
ly from the normal 
game because many 
of the phases have 
been compressed to 
speed play by limit- 
ing the number of 
file exchanges. So, 
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[[NOTE: Tax QS3e»ment5, pop. expansions and ship ] 
mcflnu f con*Lf or the other players are not shown. 



essentially, this replaces the sequential nature of the game 
mechanics with corresponding simultaneous procedures. 
Although the game consolidates the various player moves 
sequentially, the players must play without the benefit of 
observation of preceding opponent plays in the same phase. 
The result is a game which is decidedly different, and, in its 
own way, more exciting and packed with opportunities for 
bluff and surprise. Above all else, the ability to move last, so 
vital in the normal game, is worthless during PBEM. 

You will see the difference in your very first move. While 
your initial token has doubled in population, those of your 

opponents seem- 
ingly have not. 
Actually, they have, 
but the increase is 
not shown on your 
screen yet since 
their population 
expands indepen- 
dent of your own 
and their moves 
have not yet been 
returned to consoli- 
date with yours. As 
the program warns, 
enemy population 
expansion, taxation 
and ship construc- 
tion/maintenance 
are not shown. You 
must guess what 
the enemy disposi- 
tions actually are, 
just as they must 
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guess yours. When youVe finished your move, the program 
will remind you to put incoming files from the other players 
into the same directory. Play is now over until the other play- 
ers have taken their mm and returned their files. 

A player receiving a PBEM file need only load it into the 
correct directory. When starting the game, the Start Screen 
will show a button allowing the player to "RESUME ongoing 
nation PBEM game" (or "Start a new nation PBEM game" the 
first time). Upon taking his turn, he will be instructed to 
return the file to the host. While a player may theoretically 
play in an unlimited number of PBEM games he does not host 
in the same directory 7 , that director)' will only hold the latest 
PBEM file received and will overwrite any previous ones. 
Therefore, players must act upon any received PBEM file 
before moving another such file into the same directory. This 
means that when you receive a file from the host, you put it in 
the AVALON directory, take your turn, and send the resulting 
file in the PBEM _OUT directory back to the host before 
putting any other files into the AVALON directory. 

Upon downloading the returned files from the other play- 
ers and moving them to the AVALON directory, the game will 
be ready to resume. When starting the program, you 11 now see 
another entry on the Start screen. Clicking on the "Host 
Process PBEM Game" will restart the Email game. 

When recruiting players for an Email game, it is important 
to enlist players who will adhere to a desired schedule for the 
receipt and return of moves. Obviously, a player whose idea of 
a quick reply is weekly has no business taking part in a game 
where the host calls for players to reply daily. However, even 
with the best intentions, inevitably players will miss deadlines. 
When such absences can be predicted, it is best to have a sub- 
stitute player in the wings who can take the absentee's place 
during vacations. Failing that, it falls to the host to make any 
moves missing the stated deadline. This arrangement is best 
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made by a non-playing second person in the host's household, 
but can include a playing host acting in the best interests of 
the nation he temporarily commands. A variety of house rules 
can be decided upon by any group embarking on a PBEM 
game for this eventuality. 




If the "Host Process PBEM Game" button is activated before 
the necessary files from all involved players are returned, the 
program will list the missing files. The host can then either 
elect to play the missing side(s) until all files are present by 
clicking on HOST 
PLAYS MISSING 
or click FIN- 
ISHED and wait 
for the missing 
file to be received. 
If the host plays 
the missing files 
himself they will 




2 



APVANCPD 

CIVILIZATION 



automatically be loaded into the AVALON directory as each is 
finished. The host must then restart the program to play any 
remaining missing files or consolidate all files to complete the 
turn. 




Every time the host starts a new consolidated move, he will 
be asked if he wants to edit the PBEM player info. Usually, the 
answer should be no. However, occasionally a player will drop 
out of the game or go on an extended vacation. When that 
happens, click on YES to summon the Edit PBEM User Info 



Edit PBEM User Info 



Nation 

Player 1 AFRICA 



Current 
Joe Amoral 72662,2443 



Revised 



PkJyer 2 



Don Greenwood 72662^4*3 



Player 3 LLYBtA 



m Leva* 72662,2*43 



Player 4 THRACE 



Trfah Wtbon 72662^443 



Player 8 



P1oyer6 



CRETE 



ASIA 



Ken Boolnwn 72662,2443 



Ben Knight 72662^44 J 




host b J Player 5 
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screen and enter the new player's name and address. If the 
Host duties change in mid -game, the original host must send 
all .HST files to the new host. The new host should then edit 
the PBEM game to declare himself the host. 




Players wishing to conduct some diplomacy between 
moves by direct correspondance with the other participants 
can access the player's names and Email addresses at anytime 
by clicking on the SYSTEM button and then the SHOW PBEM 
button. This button only appears on the SYSTEM display dur- 
ing a PBEM game. 

If you have not used all of the trading rounds requested at 
Game Start, at the end of a trading round, the program will 
inquire if you want to have another round of trades this turn. 
If the majority answers in the affirmative, another round will 
follow. You may participate in that round even if you 
answered No. It is possible to replace the need for a majority 
to any two players wanting a subsequent round in the Game 
Start options, but only at the start of a game. 

Due to the need to compress the number of file exchanges 
to the absolute minimum, many of the easier decisions such as 
which cities to reduce due to calamities are made automatical- 
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ly by the program for all players. Other tasks, such as accept- 
ing trades, require that the player prioritize his desires rather 
than simply accepting a single trade. By rating each potential 
trade offer from first to last or rejecting them outright, each 
player will get the highest choice offer still open to him when 
the program reaches his turn in the resolution process. Only 
one offer can be a player's first choice but all can be rejected. 
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Only one Tool's attributes change in PBEM: 
Military. Since going last is not an advantage in 
the simultaneous movement of the PBEM ver- 
sion, MILITARY instead eliminates one opposing 
token in conflict before resolving the remainder of the conflict 
normally. If both sides have Military, there is no effect. 
Otherwise. PBEM Tools are identical to the normal version, 
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22. STRATEGY TIPS 

The comments and discussions which follow may improve 
your play of ADVANCED CIVILIZATION by pointing out 
important aspects of the game, or more likely, by articulating 
ideas which you already intuitively apply during play. Not all 
of the advice given below will apply in every situation, and a 
successful player will always consider the game as a whole, 
including the personalities of the other players, in determining 
his strategy. It is often impossible to carry out several ideas at 
the same time, a problem which serves to illustrate the essen- 
tial challenge of the game, which is to achieve and maintain an 
equilibrium for your nation, despite internal problems and 
external threats. 

By its very nature, this is not a game in which winning is 
all important. Even so, it is more satisfying to develop a civi- 
lization which is competitive than one which contributes noth- 
ing to human advancement. This is not a game which can be 
subject to exact analysis, but what follows may hopefully make 
the game more interesting and enjoyable. 

Avoid tax revolts 

Tax revolts occur when a player doesn't have enough 
tokens in Stock to move into Treasury during the taxation 
phase, which takes place at the start of each turn. This, trajedy 
should never befall a careful player. Tokens must be in one of 
three places — on map, in Treasury or in Stock. The normal 
wear and tear of conflict and calamities usually ensures that 
each turn a fair number of tokens are removed from the board 
and placed in Stock. But you shouldn't count on a calamity to 
rescue yourself from your own mismanagement. 

You really have to work at being a bad ruler to trigger a tax 
revolt. Tokens can be transferred from the map to Stock in a 
variety of ways, such as levies for shipbuilding, conflict, delib- 
erate overpopulation, city construction and calamities. Tokens 



can be transferred from Treasury to Stock by buying and 
maintaining ships, city construction using Architecture, buy- 
ing cards and purchasing Tools. What all this amounts to is 
that tax revolts can only occur by way of oversight. If you have 
a tendency to overlook such mundane matters, buy Coinage, 
so you can lower your tax rates and avoid trouble. 

Maintain Ships 

You never know when you'll need to respond to a sudden 
attack, or when an irresistibly tempting opportunity will 
occur. A ship or two gives you the flexibility you will need in 
these situations. 

Take a Census 

The subtle relationship between Stock, Treasury and 
tokens on map is one of the most intriguing aspects of the 
game. Each token must be in one of the three places, and an 
expert will be familiar with the need for tokens to flow from 
one place to another. Some try to be too clever in handling 
this aspect of the game. It is usually enough to keep in mind 
that the player with the greatest number of tokens on the 
board moves first, with all the disadvantages which follow. On 
the other hand, tokens are necessary to build cities, which are 
required to obtain trade Goods, which in turn are essential to 
purchase Tools. Without an adequate population of tokens on 
the board, nothing can be accomplished. 

The good player will balance these competing require- 
ments, by trying to limit his population to just what is needed. 
The catch is that it is never clear when a nation's population 
will prove inadequate in the face of pressure from neighbors 
and calamities. The most that can be said is to make some 
effort to keep your population at a level which fits in with the 
needs of your position, rather than letting your population 
dictate your strategy. 
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Pont be afraid to fight 

This is not a wargame. It isn't necessary to acquire 
Metal working, Military, Engineering, Astronomy, Monotheism 
and Roadbuilding in order to bring the benefits of your civiliza- 
tion to new areas of the board, although it often helps. Games 
can range from friendly affairs where players apologize for hav- 
ing to inflict secondary calamity effects on their neighbors and 
where direct conflict is almost unthinkable to raucous contests 
full of back-stabbing, vendettas and long dark ages* One would 
like to think that most games lie somewhere in between. 

Objectively speaking, there are times when a small attack 
on another players cities will yield healthy dividends. In addi- 
tion to drawing Goods from the victim, the attacker may pil- 
lage the ruined city and transfer up to three tokens from Stock 
to Treasury. These rules make aggression a paying proposition 
in some situations. Of course you will have to deal with the 
consequences of your aggression. The victim may accept 
excuses ("I thought it was an Egyptian city — sorry!") or com- 
pensation ("I feel badly about it — I'll give you a good trade!")* 
but a more normal reaction is for the victim to start a war. 

Defend your cities 

It is usually more efficient to defend a city than to build a 
new one, especially since you risk the loss of Goods if another 
player sacks one of your cities. The usual technique for defend- 
ing your cities against attack is to move tokens into the area 
containing the city. Attacking tokens must first eliminate the 
defending tokens before attacking the city, and thus a greater 
number of tokens are needed to successfully attack the city. 
The drawback to this tactic is that the defending tokens are 
eliminated after combat even if they are not attacked, because 
they cannot coexist with a city. It is less wasteful to defend by 
holding Engineering, which increases the number of attacking 
units required by one, or by moving after potential attackers. 
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Keep a core of cities 

Cities are important. You can't always have a flourishing 
civilization, but if you can keep two or three cities going at all 
times, youll almost always be able to build a few more and 
collect some Goods from the crucial middle stacks. These 
cities should be built in the safest part of your territory. They 
are the cities you will try to save during a Civil War or 
Epidemic. They'll be the first to be rebuilt if anything does 
happen to them. Egypt, for example, should have a few cities 
on sites which are immune from flood and far enough away 
from both the edge of the board (Barbarians) and the coast 
that they can survive most of the ups and downs of the game. 
The formation of a core of cities is sufficiently important that 
you may even want to build a city in a wilderness, despite the 
extra cost, to form such a core. 

Pont block yourself 

In their haste to progress to higher levels of civilization, 
some players build cities in adjacent areas and wind up split- 
ting their territory in half. Roadbuilding offers a way out of this 
dilemma, but it is easier not to create problems for yourself. 
Leave a corridor through which tokens may move. 

Use your fertile areas wisely 

At first thought, it appears best to build your cities on city 
sites in areas with a low population limit, in order to save the 
more fertile areas for your tokens. This allows your territory to 
remain more compact, and less exposed to marauding neigh- 
bors. Whether this is truly necessary will depend on how much 
space your nation is able to secure, which in turn will depend 
on the number of players in the game. However, it should be 
kept in mind that many calamities call for the reduction of 
cities, and a city in a fertile area will have more survivors than a 
city in an infertile area, and will thus be easier to rebuild. 
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SYSTEM NOTES 

SAVE GAME: Clicking on this 
button will display ten Saved 
Game slots. Select any one of 
the ten by clicking on it, typing 
in a name for the saved game, 
and hitting ENTER. Doing so 
erases any previous saved game 
in that slot. This button is not 
available during PBEM games. 

RESTORE GAME : Clicking on 
this button will display a 
Restore Game screen with ten 
Saved Game slots. Clicking on 

one will end your current game and start the selected saved 
game. The Restore Game screen also has two Automatically 
Saved games in slots 11 and 12. Clicking on the bottom slot 
(12) will restore your current game at the end of the previous 
round. Clicking in the next-to-bottom slot (11) restores your 
current game to the end of its last completed phase and is use- 
ful in replaying the current phase. This button is not available 
during Play-By-E-Mail games because the Auto Save feature in 
slots 11 and 12 does not work during a PBEM game. However, 
playing a PBEM turn will remove the last saved games in slots 
11 and 12 so save regularly before playing an E-Mail turn. 

START NEW GAME: Clicking on this button ends your cur- 
rent game and returns you to the Start Screen. To return to the 
game you just quit, click on RESTORE A SAVED GAME and 
slot 1 1 of the Restore Game screen before starting a new or 
other saved game. 

SCORING: Clicking this button reveals the Scoring History 
screen which graphically depicts past and present scores for all 
nations in the game at the end of each round. The current tally 
is displayed at right. 
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HELP 




AUDIO/VISUALS: Clicking this 
button brings up the controls 
for Animations, Music and 
Sound Effects, You can turn 
them off by clicking in their box 
to remove the "x T \ You can also 
raise or lower the volume of the 
Music and/or Sound effects sep- 
arately by clicking on the corre- 
sponding scroll arrows. 

TOGGLES: Clicking this button 
brings up a variety of game fea- 
tures which you can toggle on 
or off at any time. See page 17 for a full description, 

HELP: Clicking this button will bring up a description of how 
to play that portion of the game in which you presently find 
yourself, If still confused, consult the manual whose illustra- 
tions may prove more helpful, 

QUIT TO DOS: Ends the game and returns to DOS. 

SHOW PBEM: This button appears only during PBEM games. 
Pressing it will reveal the list of player names and addresses 
involved in the current game. 

CANCEL: Exits the SYSTEM menu and returns you to the 
game. 
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^ 

TECHNICAL SUPPORT 1-410-426-960 

If you have a technical problem with the operation of this software, please contact our technical support staff on normal working 
days between 9 AM and 5 PM EST. Please be at your computer, if possible, when you call. Those with a modem who would like to 
contact us on-line, can reach us at the following on-line services: 







CompuServe: You can receive a free introductory membership, $15 usage credit, and a month of basic services free by calling 1- 
800-524-3388. Ask for Operator #537, Once you are on-line, type "GO GAMECPUB". 

GEnie: Sign up for GEnie can be obtained by calling 1*800-638-9636. There is no charge for the initial sign on. After you ar 
signed up, at the prompt, type "SCORPIA", then change to section 21, AVALON HILL, You can also Email us at Avalon.Hill2, 

America On- Line: AOL introductory subscriptions can be obtained free by calling 1-800-827-6364, Five hours of free time are 
provided with the first month. Once on-line, go to the computer software section. You can Email us at AH Games. 

. Z\-,. J&SW: V :: pv ' DISCLAIMER y'ff 

is product is distributed "as is". In no event will The Avalon Hill Game Company be liable for direct, indirect, special, inciden 
tal, or consequential damages (including damages for loss of business, profits or the like) arising from any claim, even if The 

Avalon Hill Game Company has been advised of the possibility of such damage. 
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